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te has taken Medal ee 
onor out of World War || 
for the first time” 
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Hands-on with Medal of 
Honor’s Campaign trail @ 
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he name Medal of Honor has been 

synonymous with the firstperson shooter 

genre for over a decade now, in a series 
spanning three console generations and picking 
up countless awards along the way. 

With this franchise reboot, EA has taken Medal 
of Honor out of World War Il for the first time, and 
recreated the reality of modern combat within the 
most current setting imaginable: Afghanistan. Here 
you'll follow the trials and tribulations of a group of 
US Army Rangers and a pair of highly trained Tier 
One Operators as they navigate one of the toughest 
hotspots in modern military history. 

As the game is split into two distinct modes — 
the narrative-drive Campaign and the frenetic 
Multiplayer - we've decided to give you the full 
breakdown on both, before speaking to the man 
behind the online action, DICE’s Patrick Liu. This 
magazine will give you the inside scoop on 
everything you need to know about Medal of 

Honor before it hit stores on October 15th. 


The modes explained, 
aswetakeitonline @ 


We talk multiplayer 
)) with DICE's Patrick Liu @ 


Enjoy the issue, 


Jon Denton 
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CAMPAIGN 


Think you know war? Think again... 


Publisher: EA 
ooran: 
Shaner al ow do you stand up and get The all-new Medal of Honor is as 
Heritage: Battlefield noticed in the most crowded concentrated and intense a shooter 
Bad Company 9 ‘Emarket in the industry? Some —_as you could hope for. It knows 
Mirror’s Edge ' do it by being flashy, loud and ~ exactly what it’s trying to achieve - 
kaa. medal obnoxious. Others by filling their — to deliver a story that captures the 
at hareticom games with gimmicks that seem like _ reality, terror and bravado of war 
‘ a good idea at the time andendup §_-— and wraps that up in super-tight 
being as stupid as they sound. And — mechanics. It’s more interested in 
some just try and fail. With Medal making you tense, scared and 
of Honor, EA has relied on the one relieved than it is showing off. 
thing it’s always had: pedigree. Not that Medal of Honor is 


remotely unimpressive, you 
understand. The newly renamed 
Danger Close has created a beautiful 
game. Well, beautiful’s probably not 
the word, but the recreation of a 
war-torn Afghanistan is startling at 
times. The stark, harsh, sand- 
a, bleaching sunlight, the hidden 

pt menace in the dusky streets of 


ns Kabul, the imposing mountains of Playing through Medal of Honor’s ll 
the Shahikot Valley... Modern Day interweaving soldiers’ stories is a Danger Close has 
ks Afghanistan is not exactly a holiday —_— nerve-wracking affair, but one that’s creat d : 
rx hotspot, and Danger Close have broken up with moments of levity. Cda bea utif ul- 
done great work in capturing that. Whether you're playing as the loo kin g gam e” 
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The scorched skies 
are very evocative. 


> Campaign continued Hoo-rahl! 


bombastic, courageous Rangers or 
the tight-knit silent assassins of the The good, the bad and the ugly 
Tier One operators, Medal of Honor 
never forgets that there’s more to 
war than bloodshed. These are real 
people, and you'll get to know your 
teammates as you battle through 
this treacherous terrain. 
. a wey pee" in the aly 

oots of a anger saw our team 
working its way through the Shahikot aie! . : and you have to clear them out 
Valley in an effort to clear a landing S intense. It’s quickly in order to survive. There's 

one for an Apache. It soon constant chatter from your 
batoftes sbundantly Clear that this pr etty SCar y. The teammates, who are nui to alert 
ccna materi: BMMMCARCAECMMM ou ie arene sou 
burning sun could have ever let on. allve Is to Stay e)invMam t's intense, and rather scary. The 
There are insurgents everywhere, only way you're going to stay alive 


is by keeping calm, though. And you 
do, and you move on. Insurgents Rangers Tier One 
The missions ends in one of the rn 7 Th 
most memorable sequences the ® is s 

genre has ever managed. Holed up 

in a shelled-out house, insurgents Insu rgents 

piling in from all angles, RPGs going 

off everywhere and begging for It's a real war, and a very real threat. The enemy insurgents 
support from a nearby Apache. The know the landscape a lot better than you do, and they know 
building is being blasted to pieces how to use it. IEDs, RPGS, AK47s and an innate knowledge 
and you've run out of ammo. It’s of guerilla warfare are all part of their strategy. You need to 
over. It was good serving with you, keep your wits about you if you're going to survive. 

boys. Suddenly, a thunderous roar 

and a torrent of hellfire from above. 

‘se ff 1a age eae a (ie Seg You're saved, and it's going to 

Ca ICR ease pmmes WNL? PETES be okay. Until next time, anyway. 
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“The Tier Ones are as 


difficult to fluster as a 
the cockpit of the Apache, as you Buddhist monk ona 
circle the valley looking for troops. h ti ” 
This is how Medal of Honor handles general anaestnelic 


its intertwining narrative threads, 
and it’s a supremely slick way of 
telling a story. EA has really Deuce, who are doing a bit of sniper/ = a 
emphasised that it’s all about telling © spotter work over on a distant _ "An oddly beautiful site... if 
the stories of the soldiers, and it’s mountain. There's a calmness that’s they're on your side, that is. 
definitely to the game's benefit. almost eerie. Even when one of their : = % -* 


> Campaign continued 


The game then slips neatly into 


Of course, there’s a third party protective Claymores goes off, they 
in this particular tale, and it’s those — know they have a couple more. the Rangers, and you'll spend their It's this contrast in personalities 
bearded wonders, the Tier Ones. Easily enough time for another shot. missions behind enemy lines, taking and styles that defines the Medal of 
These guys have seen it all and done The Tier Ones prefer stealth and out key personnel with surgical Honor campaign. You'll get to know 
it even more, and they're about as cover to the gung-ho aggression of — accuracy and minimal fuss. the soldiers around you, gain an 


difficult to fluster as a Buddhist 
monk on general anaesthetic. The 
two in question here are Dusty and 


understanding of their struggle and 
their bravery. Yes, it may be war 
shot through a Hollywood lens, but 
that doesn’t make it any less real, 
any less shocking or any less valid. 
Of course, none of this would matter 
if the mechanics weren't up to 
scratch, and this is where Danger 
Close’s experience with the long- 
running franchise comes into play. 
It’s a smooth and instantly playable 
shooter, easy to get into for those 
that are comfortable with the genre, 
but with its own tricks and subtleties 
that will only reveal themselves after 
some extensive play. 

Finding the balance between fun 
and realism is always difficult 
in a game that purports to 


ra i 
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time. 


“| Expect to be movin nched [= i 
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oie Unitas | a | >Campaign continued raed and it’s better 
no one told this soldier. AN on | . a portray war in a convincing fashion, | an ever. That Ss how 


but Medal of Honor finds that you get noticed” 


middle ground comfortably. The 
threat is always there, the sense of 
danger tangible, but it’s always fair; | goes without saying. This is a much 
it always gives you a chance to win. more thought-provoking shooter 
If you keep your wits about you, than anything else currently on 
keep your eyes firmly open and the market, but one that doesn’t 
make sure you listen to your forget that it needs to keep you 
teammates then you'll definitely entertained as well as make you 
make it back alive, if maybe a think. And all that before you get 
changed person. close to the multiplayer. 

So, has EA and Danger Close Medal of Honor is back, and it 
done enough to separate Medal of __ really is better than ever. That’s 
Honor from the pack? Well, that how you get noticed. @ 


War. It’s just thoroughly 
unpleasant — unless you're 
playing it, obviously. 
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MULTIPLAYER 


War games, designed by the best team in the world 


ICE. Let that name sink in 

for a moment. It’s not often 

you can drawn conclusions 

about a game's quality just 
from the name of the developer, but 
DICE has earned that over the years. 
After all, these are the guys who 
made their name on Battlefield, who 
took the console world by storm this 
year with Bad Company 2, and who 
are one of the most consistently 
excellent teams on the planet. So 
when EA needed a multiplayer 
component for Medal of Honor that 
could compete with the best, well 
they had to bring in the best. 

You may have already had a taster 
of Medal of Honor’s online game if 
you were involved in the Beta earlier 
this year. Be assured that the game 
has come on a long way since 
then. It’s faster and slicker, the hit 
detection is improved and the HUD 
is less intrusive. It feels more like the 
game that DICE should be making. 
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Medal of Honor’s multiplayer is a 
familiar experience, but in the best 
way of all. There are elements of 
Battlefield’s movement and gunplay 
that make you feel instantly at home 
(or as ‘home’ as you can feel when 
fighting a brutal battle on the streets 
of Kabul), and also the snap and 
pace of Call of Duty. Medal of Honor 
sits comfortably between the two 
camps, matching the competitions’ 
intensity without ever forgetting the 
depth and satisfying gameplay that 
has made DICE games so popular. 

Each match begins with a choice 
of class. You can pick from a 
Rifleman, Special Ops or a Sniper. 
As you progress in the multiplayer 
landscape, you unlock new weapons 
and attachments for each class. So, 
if at first you want to stay out of 
trouble and concentrate on being a 
sniper, you will unlock new bits of kit 
for your long-ranged weapon of 
choice. But don’t expect that 


a 


“To compete with 
the best, you need 
to be the best” 


Combat Mission is a story-driven 
multiplayer epic in the mould of 
Battlefield’s Rush. It’s superb. 


DOWNLOAD OTHER MAGS ® ContactUs Tella friend 


Se 


Shoot To Kill > Multiplayer continued 


2 ience to translate to your skil ; 
What modes can you expect to get stuck into? Mite sortietons rocket laynchies “There's a tactical 


You'll have to put the time in on all ’ ei 
three class types to become a truly depth that Ss rare ye 
dominating Medal of Honor player. for an online Oui Am E 
Of course, which type of mode | » Ke na N 
you are playing will determine just console shooter >| Nota sight you ever want to see, 
what you want to achieve, and which k = really. It can only lead to lots of pain. a 
class you pick. Team Assault is a 
standard team deathmatch mode, your Special Ops heavy weaponry, Our hands-on time went very well. 
so working up your rifleman abilities or sticking back and helping your Racking up kills became second 
is probably the best way to go. If teammates out by sniping. It’s more __ nature, just due to a generally high 
you're battling in the narrative-driven _ kill-driven than Battlefield sure, but experience level with the genre. If 
epic that is Combat Mission though, there's still a tactical depth that’s you're comfortable checking your 
it’s probably wise to concentrate on __ rare for an online console shooter. corners, moving from cover spots 
and not walking around with an 
empty ammo clip, you will do well. 
If you do manage to get yourself on a 
» 
i 


Objective 
hn, 


= 


a good run of kills, you'll earn a 


Team Assault | support action. You can either eS 


pick an offensive action - a 
As straight a Team Deathmatch as you could ask for. 


Team Assault is a classic six-on-six, with the idea that your be 
team has to kill the other one. First to 50 kills wins. That's OMG 
all the obvious stuff out of the way. What you didn’t know ie (. x 
though, is that Medal of Honor’s snappy combat means mo 


that it’s possible to go on serious kill streaks through 
pure skill and technique. Just keep your wits about you, 
communicate with your teammates and you will succeed. 


a Fe 
aa" 


oe a, It's familiar and fresh |, 
/__‘| at the same time. ; 
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> Multiplayer continued 


mortar strike for example, or go for a 
more philanthropic approach and replenish 
all your teammates ammunition. It'll 
separate the team players from the more 
selfish types, and is another great 
example of DICE’s innate knowledge of 
how community makes multiplayer 
shooting a success. 

Of course, the real value of Medal of 
Honor’s online will only come weeks and 
months after the game's release, but we 
fully expect to still be there on the front 
line well into next year. That’s what 
happens when DICE comes to town. ® : = 


MR ee ilk It’s tough to convey the tension and 


ae, be ak bh drama of a Medal of Honor shootout 
MEDAL OF Th Seen oo in screens alone. Be sure that this 


HONOR... ict” | Ss ae guy's in serious trouble, though. 
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‘It's been both fun and 
Challenging for us to 


make something other 


INTERVIEW than Battlefield” 


PATRICKIL.IU 


With DICE’s multiplayer guru, it’s a questions of Honor... 


What was the aim for Medal 

of Honor’s multiplayer? 

One thing was the whole core tenets 
of the franchise; the respect for the 
soldier and telling the soldiers’ story. 
If you look at Combat Mission then 
we have some storyline in there, and 
that kind of dictated the pacing and 
direction of the multiplayer game. 
It’s more grounded and not as 
over-the-top as Bad Company where 
you level buildings and have people 
flying all over the place, and that just 


ee 
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doesn’t happen in Medal of Honor, 
So for us it has been a really good 
creative exercise to make something 
different, because we know that 
some people who play Battlefield 
are asking for more infantry-focused 
maps, or close-quarters combat, 

so that’s really what we've been 
focusing on with this Medal of 
Honor game. It’s been both fun 

and challenging for us to make 
something other than Battlefield. 


Are you trying to win the 
Battlefield fans over, or just 
appeal to the general shooter 
crowd out there? 

It’s a bit of both, to be totally honest. 
If you look at the game modes we 
have, then there’s the extremely 
quick and intense game modes, 
then we have Combat Mission, which 
is a lot slower-paced and tactical, 

SO In a sense we're really trying to 
make everyone happy. 
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How useful was the Beta as an 
aid to the multiplayer game’s 
development? 
A lot. We put out the Beta very early 
because we really wanted to have 
time to react to It. If you look at 
development cycles and certification 
times etc., it takes a lot of time to 
make actual changes, so we wanted 
to have plenty of time to take the 
community feedback into account. 
We made a lot of changes based 
on the feedback, and a lot of 
changes that we had planned 
already. So, for example, the 
weapon recoil... a lot of people from 
the Beta test wanted more of that, 
so that’s done. Some people didn’t 
like the HUD display or the art 
direction of the menu, so that’s 
completely changed too, and we 
made a lot of changes to the 
Frostbite engine to make the game 
behave like it needs to in a close- 
quarters combat scenario. 
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So a more ‘realistic’ approach? 
Exactly that. It’s more about the 
authenticity than the other factors. 
Yes, we have proven that we can 
make destruction, but that doesn't 
mean that all our games will have 
destruction in them. It’s the design 
that dictates that. Just looking at the 
tone and the atmosphere of the 
game, it doesn’t really fit to blow up 
walls with a grenade. It’s more 
grounded, more realistic. It’s still 
possible to blow up wooden fences 
and more fragile material, but you're 
not levelling houses. 


Would you say that DICE 
becoming a more console- © 
focused development team? 
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> Interview continued 


Yeah, it depends on what kinds of 
games we're making. It just happens 
to be that the consoles are quite 
big now, but we're focusing a lot on 
PC, both with Bad Company 2 and 
Medal of Honor both focusing on 

PC compatibility. 


How much freedom do you have 
to patch the game post-release? 
We certainly have room for that, and 
we have plans to patch the game 
and balance things. And we also 
have plans for PDLC - more maps, 
more game modes, etc. 


Can you tell us how the class 
levelling works? 

It’s quite straightforward. You need 
to unlock for each class separately, 
like Bad Company 2, so you'll have 
to play each individual class. 


How does Combat Mission 
differentiate to Rush? 

They are similar. There are a couple 
of things we added on top of that, 
though, adding to the whole 
engagement of the player. So, for 
example, in Bad Company you can 
basically go from place to place and 
blow up the crates... that’s basically 


it, but here we give it a bit more 
variation in terms of game 
mechanics, so it’s not just blowing 
Stuff up, it’s activating things, 
capturing flags, etc. Depending on 
the context, the game mechanics 
are different, and the context is 
given to you as a player by the 
voiceover, the environment and the 
things that are happening around 
you. It’s not just blowing up the 
next crate; maybe it’s securing a 
helicopter, then taking out the RPGs, 
so there's always a context why you 
should progress. 


We noticed vehicles creeping 
into online play. Is that just 
something in Combat Mission? 
That’s something that we use in 
Combat Mission only. It’s more about 
the epic feeling, whatever they’re 
doing in Afghanistan. They have 
some Bradley tanks, but there’s not 
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The US Rangers doing 
what they do best: kicking 
| ass and taking names. 


like an army of tanks or anything, so 
it should fit the fiction of the game. 


How was the relationship 
between DICE and Danger 
Close during development? 

It’s been surprisingly smooth, 
actually. It’s been very good. | was 
a bit concerned in the beginning, 
although still very excited to do it, 
but it turns out that it’s a great team 
in LA, so we've been working really 
close together, depending on where 
we were in the development cycle. In 
the beginning, we were speaking on 
a weekly basis, but as we neared the 
end of development, we were 
speaking on a daily basis. We fly out 
to each other from time to time to 
help out, give feedback on each 
others’ work and things. The more 
concrete stuff like sharing game 
assets and textures and stuff like 
that has been very useful, too. @ 


0") sareunh e553 Issue Print Page = Soi an 2, Zoom In oO. Zoom Out = ore Fall Screen arora en — 


